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INTISARI 

 

Perkembangan teknologi informasi dan komunikasi telah memberikan 

dampak signifikan terhadap efisiensi dan transparansi dalam pengelolaan 

administrasi dan kegiatan di tingkat desa. Penelitian ini bertujuan untuk merancang 

antarmuka pengguna (UI/UX) dan tampilan depan (front-end) dari Sistem 

Informasi Desa Pandan Makmur berbasis web dengan fokus utama pada 

peningkatan transparansi administrasi dan informasi kegiatan desa. Metode Design 

thinking digunakan sebagai pendekatan dalam proses perancangan, memastikan 

keterlibatan aktif masyarakat dan pemangku kepentingan dalam setiap tahapan. 

Pendekatan penelitian ini melibatkan analisis kebutuhan dan harapan masyarakat 

desa, serta pemahaman mendalam terhadap proses administrasi dan kegiatan desa 

yang ada. Hasil analisis tersebut membentuk dasar untuk merancang antarmuka 

pengguna yang ramah pengguna dan dapat diakses oleh berbagai lapisan 

masyarakat. Selain itu, implementasi front-end yang responsif akan meningkatkan 

aksesibilitas dan kemudahan navigasi, memberikan pengalaman pengguna yang 

optimal.  

Desain dan pengembangan sistem ini diarahkan untuk memberikan 

informasi yang jelas, akurat, dan mudah dipahami mengenai administrasi desa dan 

berbagai kegiatan yang dilakukan. Transparansi yang dihasilkan diharapkan dapat 

memperkuat partisipasi aktif masyarakat dalam pengambilan keputusan dan 

pengawasan terhadap kegiatan desa. Hasil penelitian ini diharapkan dapat 

memberikan kontribusi positif dalam meningkatkan transparansi administrasi dan 

kegiatan desa, menciptakan interaksi yang lebih baik antara pemerintah desa dan 

masyarakat, serta memberikan dasar bagi pengembangan lebih lanjut dalam 

penerapan teknologi informasi di tingkat desa. 

 

Kata kunci: User interface, User experience, Design thinking, Front end. 
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ABSTRACT 

 

The development of information and communication technology has had a 

significant impact on efficiency and transparency in administrative management 

and activities at the village level. This research aims to design the user interface 

(UI/UX) and front-end of the web-based Pandan Makmur Village Information 

System with the main focus on increasing administrative transparency and 

information on village activities. The Design thinking method is used as an 

approach in the design process, ensuring active involvement of the community and 

stakeholders in every stage. This research approach involves analyzing the needs 

and expectations of village communities, as well as an in-depth understanding of 

existing administrative processes and village activities. The results of the analysis 

form the basis for designing a user interface that is user-friendly and accessible to 

various levels of society. Additionally, implementing a responsive front-end will 

improve accessibility and ease of navigation, providing an optimal user experience. 

The design and development of this system is directed at providing clear, accurate 

and easy to understand information regarding village administration and the 

various activities carried out. The resulting transparency is expected to strengthen 

active community participation in decision making and supervision of village 

activities. It is hoped that the results of this research can make a positive 

contribution in increasing the transparency of village administration and activities, 

creating better Interaction between the village government and the community, and 

providing a basis for further development in the application of information 

technology at the village level. 

Keyword: User interface, User experience, Design thinking, Front end.


